PIRATES 


Become a Buccaneer, Privateer, or Sear. New character paths. 


Introduction: To some the call of the open sea is too strong. A yearning to locate undiscovered lands 
and meet exotic cultures can pull at the core of one’s soul. The sea beckons those that are foolhardy 
and adventurous to its bosom. However, there are Pirates that will gladly rob and plunder the foolhardy 
and adventurous. Pirates are hardy sea goers that can be rouges of the sea, mercenary sailors, or 
develop a divine connection to the sea and its gods. 


Three pirate paths. 
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PIRATES 


= “| have seen the sea when it is stormy od wild; when t 
is quiet and serene; when it is dark and moody. And in a 


all its moods, I see myself” 
= — Martin Buxbaum 


PIRATE CHARACTER PATHS 


As long as there has been trade by waterways there 
have been those that robbed the traders. Pirates. 
The Pirate paths are for characters who seek 
adventure and loot on the high seas. Especially loot. 
The Buccaneer and Privateer are Rogue Archetypes 
and the Sear is a new Druid Circle. 


BUCCANEER (ROGUE ARCHETYPE) 


When one thinks 'Pirate' often the image that comes 
to mind is the Buccaneer. The Buccaneer is to the sea 
what the rogue is to the city. Their knowledge and 
skill of surviving on the open seas and plundering 
cargo ships is unrivaled. Buccaneers are at home on 
the open sea and they understand never to 
underestimate its potential fury. 


Buccaneer Features 


Rogue Level Feature 
3rd Steady, Life at Sea, Pirate Code 
9th Pirate’s Luck 
13th Pirate’s Luck (2) 
17th Pirate’s Luck - Advanced 


STEADY 

You have become accustom to the unsteady footing 
aboard a ship in rough waters. You have advantage 
on saves vs being tripped or knocked prone. 


LIFE AT SEA 

Asa pirate you have become accustomed to life at 
sea. Add +1 to your constitution bonus when 
determining how long you may hold your breath. 
Also, you are an accomplished swimmer and you 
have advantage on Athletics (swim) checks. 


PIRATE CODE 

Although the majority of pirates operate outside of 
the law they do have code of conduct between each 
other. 

You have knowledge of local pirate lords who 
operate pirate courts and administrate punishment, 
settle disputes, and operate safe harbors (often 
known as 'pirate coves'). Fighting between pirates 
and the crews of pirate ships at safe harbors is 
strictly forbidden. Of course, Pirate Lords require a 
percentage of any loot that dock in their safe harbor 
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otherwise they may confiscate the ship's entire cargo 
and label the offenders as outsider. Outsiders are not 
protected by the pirate code. You know the locations 
of these pirate coves where one can hide from the 
law, trade in black-market goods, and trade rumors 
and gossip. Its against the pirate code to share the 
location of a pirate cove to any non-pirate. Although 
you may escort a non-pirate to a pirate cove as long 
as they are under your protection. 


PIRATE’S LUCK 

The misunderstanding that pirates are superstitious 
actually stems from their bizarre understanding of 
the fickle sea gods and the strange rituals pirates do 
to please them. At 9th level, as a reaction, you can 
use your luck to gain advantage on a saving throws 
attack roll, or skill check. This ability returns after a 
short rest. At 13th level you receive an additional use 
of Pirate's Luck. At 17th level you may declare the 
use of a Pirate’s Luck ability after the initial roll has 
been made and the results have been determined. 


PRIVATEER (ROGUE ARCHETYPE) 


Where the Buccaneer operates outside of the law, the 
Privateer is a often a state sponsored pirate. A 
mercenary for hire that targets the enemy ships of 
their employer. As the Privateer often engages in 
ship-to-ship skirmishes they train to be ready for 
close combat. 


Privateer Features 


Rogue Level Feature 


3rd Steady, Bonus Proficiencies, Pirate 
Code 
9th Extra Attack 


13th Brawler 
17th Extra Attack (2) 


STEADY 

You have become accustom to the unsteady footing 
aboard a ship in rough waters. You have advantage 
on saves vs being tripped or knocked prone. 


BONUS PROFICIENCIES 
At 3rd level you gain proficiency with medium armor, 
shields, and martial weapons. 


PIRATE CODE 

Although the majority of pirates operate outside of 
the law they do have code of conduct between each 
other. 

You have knowledge of local pirate lords who 
operate pirate courts and administrate punishment, 
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settle disputes, and operate safe harbors (often 
known as 'pirate coves’). Fighting between pirates 
and the crews of pirate ships at safe harbors is 
strictly forbidden. Of course, Pirate Lords require a 
percentage of any loot that dock in their safe harbor 
otherwise they may confiscate the ship's entire cargo 
and label the offenders as outsider. Outsiders are not 
protected by the pirate code. You know the locations 
of these pirate coves where one can hide from the 
law, trade in black-market goods, and trade rumors 
and gossip. Its against the pirate code to share the 
location of a pirate cove to any non-pirate. Although 
you may escort a non-pirate to a pirate cove as long 
as they are under your protection. 


EXTRA ATTACK 
Starting at 9th level, you can attack twice, instead of 
once, whenever you take the Attack action on your 
turn. 

The number of attacks increases to three when you 
reach 17th level. 


BRAWLER 
At 13th level ambush has become a way of life for 
you. 
e You are proficient with improvised weapons. 
e Your unarmed strike uses a d4 for damage. 
e When you hit a creature with a melee attack, 
and have at least one free hand, you can use 
a bonus action to attempt to grapple the 
target. 


SEAR (DRUID CIRCLE) 


Among pirates there are the sacred few who truly 
hear the whispers of the sea. The Sear is revered by 
fellow pirates and feared by their enemies for their 
connection to the gods of the sea. Pirates often turn 
to the Sear for divine guidance. 


Sear Features 


Druid Level Feature 
2nd Steady, Whispers of the Four Winds, 
Pirate Code 
6th Speak with the Sea 
10th Sea Shape 
14th Master of the Wind 


STEADY 

You have become accustom to the unsteady footing 
aboard a ship in rough waters. You have advantage 
on saves vs being tripped or knocked prone. 


WHISPERS OF THE FOUR WINDS 
You are attuned to the sea and winds that generate 
from the four corners. 

e You always know which direction is north. 
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e You have advantage when using Navigator's 
tools. 

e You can perform a ten minute ritual that 
allows you to know the direction, but not 
distance, of the nearest land mass. 


PIRATE CODE 

Although the majority of pirates operate outside of 
the law they do have code of conduct between each 
other. 

You have knowledge of local pirate lords who 
operate pirate courts and administrate punishment, 
settle disputes, and operate safe harbors (often 
known as 'pirate coves'). Fighting between pirates 
and the crews of pirate ships at safe harbors is 
strictly forbidden. Of course, Pirate Lords require a 
percentage of any loot that dock in their safe harbor 
otherwise they may confiscate the ship's entire cargo 
and label the offenders as outsider. Outsiders are not 
protected by the pirate code. You know the locations 
of these pirate coves where one can hide from the 
law, trade in black-market goods, and trade rumors 
and gossip. Its against the pirate code to share the 
location of a pirate cove to any non-pirate. Although 
you may escort a non-pirate to a pirate cove as long 
as they are under your protection. 
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SPEAK WITH THE SEA 

This feature allows you to ask a body of water (ocean, 
lake, sea, or river) five questions like the spell Speak 
with Dead. You do not spend a spell slot and the 
feature returns after a long rest. The body of water 
will not normally be deceptive. The body of water 
will have knowledge of vessels that have sailed over 
it, and through it, in the last week and any creatures 
that swam through it during that time. It will not 
know the names of the vessels or creatures, but can 
remember unique physical traits. 


SEA SHAPE 

When using your Wild Shape feature and 
transforming into a creature that has a natural swim 
speed your max CR becomes your druid level divided 
by 3, rounded down. 


MASTER OF THE WIND 
At 14th level you can call on the wind to do your 
bidding. You can cast the Gust of Wind spell at will. 


MAGIC ITEMS 


AIR SAIL 
Wondrous item, very rare 


This canvas sail can be attached to any sail ship. It 
automatically adjusts to the size of the ship's rigging. 
This allows the ship to have a limited fly speed equal 
to its normal speed. The fly ability is limited to 50 
feet above the surface and the ship cannot climb any 
angles greater than 50 degrees. 

The ship will descend gently if it meets a sudden 
drop in surface, like a cliff or water fall. 


SEXTANT OF THE SEAR 
Wondrous item, uncommon 


When used as part of navigator’s tools it allows 
advantage on all navigation checks. 


SPYGLASS OF THE TEMPEST 
Wondrous item, rare 


This golden spyglass infers advantage on perception 
checks made at greater than 100 feet and less than 
one mile. The Spyglass holds one charge and it can 
be expended to allow the user to see through all 
naturally occurring weather as if it were a clear day 
for one hour. The spyglass recharges at dawn. 
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CREATURE STATICS 


BUCCANEER 

Medium humanoid (any race), any non-lawful 
alignment 

Armor Class 14 (studded leather) 

Hit Points 20 (3d8 + 3) 

Speed 30 ft. 


STR DEX CON INT WIS CHA 
11 (+0) 15(+2) 12(+1) 10(+0) 11(+0) 9(-1) 


Saving Throws DEX +4, INT +2 

Skills Athletics +2, Intimidation +1, Perception +2, 
Stealth +4 

Senses Passive Perception 12 

Languages any two languages 

Challenge 1 (200 XP) 


Sneak Attack. Once per turn, the Buccaneer deals an 
extra 7 (2d6) damage when it hits a target with a 
weapon attack and has advantage on the attack roll, 
or when the target is within 5 feet of an ally ofthe 
Buccaneer that isn't incapacitated and the Buccaneer 
doesn't have disadvantage on the attack roll. 


ACTIONS 
Rapier Melee weapon attack: +4 to hit, reach 5ft., one 
target. Hit: 6 (1d8 + 2) piercing damage. 


Dagger Melee or ranged weapon attack: +4 to hit, 
reach 5 ft. or range 20/60 ft., Hit 4 (1d4 + 2) piercing 
damage. 


PRIVATEER 

Medium humanoid (any race), any non-lawful 
alignment 

Armor Class 15 (chain shirt and shield) 

Hit Points 20 (3d8 + 3) 

Speed 30 ft. 


STR DEX CON INT WIS CHA 
15 (+2) 11(+0) 12(+1) 9(-1) 11(+0) 10(+0) 


Saving Throws DEX +2, INT +1 

Skills Athletics +4, Intimidation +2, Perception +2, 
Stealth +2 

Senses Passive Perception 12 

Languages any two languages 

Challenge 1 (200 XP) 


Sneak Attack. Once per turn, the Privateer deals an 
extra 7 (2d6) damage when it hits a target with a 
weapon attack and has advantage on the attack roll, 
or when the target is within 5 feet of an ally ofthe 
Privateer that isn't incapacitated and the Privateer 
doesn't have disadvantage on the attack roll. 
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ACTIONS 
Morningstar Melee weapon attack: +4 to hit, reach 
5ft., one target. Hit: 6 (1d8 + 2) piercing damage. 


Crossbow, light Ranged weapon attack: +2 to hit, 
range 80/320 ft., Hit 4 (1d8) piercing damage. 


SEAR (DRUID) 

Medium humanoid (any race), any non-lawful 
alignment 

Armor Class 15 (Hide and wooden shield) 
Hit Points 20 (3d8 + 3) 

Speed 30 ft. 


STR DEX CON INT WIS CHA 
10 (+0) 12(+1) 13(+1) 12 (+1) 14 (+2) 10 (+0) 


Saving Throws INT +3, WIS +4 

Skills Nature +3, Survival +4 

Senses Passive Perception 12 

Languages Druidic plus any two languages 
Challenge 1 (200 XP) 


Spellcasting. The Sear is a 3rd-level spellcaster. It’s 
spellcasting ability is Wisdom (spell save DC 12, +3 to 
hit with spell attacks). It has the following druid 
spells prepared: 


Cantrips (at will): druidcraft, produce flame 

1st level (4 slots): thunderwave, healing word, purify 
food and drink, faerie fire 

2nd level (2 slots): gust of wind, hold person 


ACTIONS 
Scimitar Melee weapon attack: +3 to hit, reach 5ft., 
one target. Hit: 4 (1d6 + 1) slashing damage. 


Dagger Melee or ranged weapon attack: +3 to hit, 
reach 5 ft. or range 20/60 ft., Hit 3 (1d4 + 1) piercing 
damage. 
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